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ig. 11 GX SET ARRAY ( GX ATTR, ATTR, VOID + BASE APTR, .8 STRIDE) 



08 



| 50 I CP_VCD_LO 
15-bits 17-bits 



0 



value 



bits 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 0 





























1 2 


1 1 


1 0 


9 


876543210 



For info on these slots please 
see pg. 18 in CP doc. 



08 



| 60 I CP_VCD_HI 
16-bits 18-bits 



0 



value 



bits 15 14131211 10 987 6 5 4 3 2 1 0 
slot 



20 19 18 1 7 1 6 1 5 1 4 1.3 

n 



For info on these slots please 
see pg. 18 in CP doc. 
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